ABSTRAK

Skripsi dengan judul “Pengaruh Metode Role Playing Terhadap Motivasi
dan Hasil Belajar Agidah Akhlak Peserta Didik Kelas V MIN 14 Kabupaten
Blitar” ini ditulis oleh Rizqi Amalia, NIM. 1725143258, Fakultas Tarbiyah dan limu
Keguruan, Jurusan Pendidikan Guru Madrasah Ibtidaiyah, IAIN Tulungagung.
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Penelitian dalam skripsi ini dilatarbelakangi oleh hasil belajar Agidah Akhlak
peserta didik rendah dikarenakan beberapa faktor. Diantara faktor tersebut adalah
metode pembelajaran kurang menarik, siswa tidak terlibat dalam proses
pembelajaran, serta siswa kurang termotivasi untuk belajar karena menganggap
Agidah Akhlak membosankan. Dengan demikian diperlukan inovasi baru dalam
pembelajaran, salah satunya dengan menggunakan metode Role Playing. Metode
Role Playing merupakan sandiwara tanpa naskah, tanpa latihan terlebih dahulu
sehingga dilakukan secara spontan, masalah yang didramakan adalah mengenai
situasi sosial tentang situasi sosial.

Rumusan masalah dalam penelitian ini adalah (1) Adakah pengaruh metode Role
Playing terhadap motivasi dan hasil belajar Agidah Akhlak peserta didik kelas V
MIN 14 Kabupaten Blitar? (2) Adakah perbedaan metode Role Playing terhadap
motivasi belajar Agidah Akhlak peserta didik kelas V MIN 14 Kabupaten Blitar?. (3)
Adakah perbedaan metode Role Playing terhadap hasil belajar Agidah Akhlak peserta
didik kelas V MIN 14 Kabupaten Blitar?.

Tujuan penelitian ini adalah (1) Mengetahui ada atau tidaknya pengaruh metode
Role Playing terhadap motivasi dan hasil belajar Agidah Akhlak peserta didik kelas V
MIN 14 Kabupaten Blitar. (2) Mengetahui ada atau tidaknya perbedaan metode Role
Playing terhadap motivasi belajar Agidah Akhlak peserta didik kelas V MIN 14
Kabupaten Blitar. (3) Mengetahui ada atau tidaknya perbedaan metode Role Playing
terhadap hasil belajar Agidah Akhlak peserta didik kelas V MIN 14 Kabupaten Blitar.

Penelitian ini menggunakan pendekatan kuantitatif dengan jenis Quasi
Eksperimen, desain yang digunakan adalah Nonequivalent Posttest-Only Control
Group Design. Sasaran penelitian ini adalah peserta didik kelas V MIN 14 Kabupaten
Blitar. Teknik pengumpulan data yang digunakan adalah observasi, wawancara,
angket, tes dan dokumentasi. Uji hipotesis yang digunakan adalah uji t-test dan uji
Manova.

Pada analisis data menggunakan Uji Manova menunjukkan bahwa nilai Sig. (2-
tailed) adalah 0,038. Sehingga terdapat pengaruh pada motivasi dan hasil belajar
Agidah Akhlak peserta didik antara kelas eksperimen yang menggunakan metode
pembelajaran Role Playing. Berdasarkan hasil Uji t-test menunjukkan bahwa nilai
Sig. (2-tailed) adalah 0,001. Berdasarkan kriteria menunjukkan bahwa 0,001 < 0,05.
Jadi terdapat perbedaan pada motivasi belajar Agidah Akhlak peserta didik antara



kelas eksperimen yang menggunakan metode pembelajaran Role Playing.
Berdasarkan hasil Uji t-test menunjukkan bahwa nilai Sig. (2-tailed) adalah 0,002.
Berdasarkan kriteria menunjukkan bahwa 0,002 < 0,05. Jadi terdapat perbedaan pada
hasil belajar Agidah Akhlak peserta didik antara kelas eksperimen yang
menggunakan metode pembelajaran Role Playing.
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This research is motivated by the result of moral lesson learning of the students
lower due to several factors. Among these factors are less interesting learning
methods, students are not involved in the learning process, as well as students are less
motivated to learn because they think the moral lesson boring. Thus the required new
innovation in learning, one using Role Playing method. Role Playing method is a play
without a script, without training beforehand so spontaneous, the problem that is
portrayed is the social situation about the social situation.

The problems of this research were (1) What is the effect of Role Playing method
to the motivation and the result of moral lesson learning of the students class five at
state islamic of elementary school 14 blitar regency? (2) Are there differences in Role
Playing method to the motivation of moral lesson learning of the students class five at
state islamic of elementary school 14 blitar regency ?. (3) Are there differences in
Role Playing method to the result of moral lesson learning of the students class five at
state islamic of elementary school 14 blitar regency ?.

The purpose of this research was (1) Determine whether or not the effect of Role
Playing method to the motivation and the result of moral lesson learning of the
students class five at state islamic of elementary school 14 blitar regency. (2)
Determine whether or not the differences in Role Playing method to the motivation of
moral lesson learning of the students class five at state islamic of elementary school
14 blitar regency. (3) Determine whether or not the differences in Role Playing
method to the result of moral lesson learning of the students class five at state islamic
of elementary school 14 blitar regency.

This research uses a quantitative approach to the type of Quasi-Experiments, the
design used is Nonequivalent Posttest-Only Control Group Design. Goal of this
research is the students of class five at State Islamic of Elementary School 14 Blitar
Regency. Data collection techniques used were observation, interviews,
questionnaires, tests and documentation. Hypothesis test used is the t-test and test
Manova.

In the analysis of data using Manova test showed that the Sig. (2-tailed) was
0.038. So that there is an influence on the motivation and the result of moral lesson
learning of students between experimental class wich teaching by Role Playing
method. Based on the test results of t-test showed that the Sig. (2-tailed) was



0.001. Based on the criteria indicate that 0.001 <0.05. So there is a difference in the
motivation of moral lesson learning of students between experimental class wich
teaching by Role Playing method. Based on the test results of t-test showed that the
Sig. (2-tailed) was 0.002. Based on the criteria indicate that 0.002 <0.05. So there are
differences in the result of moral lesson learning of students between experimental
class wich teaching by Role Playing method.
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